ABSTRACT
INTRODUCTION
Higher order thinking or Social cognition refers to the cognitive thinking skills of problem solving, reasoning, critical thinking, decision making and metacognition (Galotti, 2011) . The learner-centered teaching and learning has encouraged instructors to create challenging and novel environments that help students to link new information to old, seek meaningful knowledge, and think about their own thinking. Technology based learning is now deemed heavily influenced by social interactions.
Environmental factors such as culture and technology plays a vital role in individualized learning. Social cognitive thinking provides alternative instructional strategies for problem solving, creative thinking, critical thinking, metacognition as well as co-operative learning.
Social Cognition and Digital Learners' Scope
The mind is a mysterious science. Social cognition is the cognitive processes involved in processing information about other people and social situations (Mathew & Raja, 2015a Conversely, on the other side, the pessimist rhetoric argues that, parents and teachers are distracted from the provision of children's basic needs by pressure to introduce them to technology.
Higher Order Thinking -The Concept
Several major concepts relevant to the higher order thinking processes are to follow, based on three assumptions about thinking and learning. The levels of thinking cannot be unmeshed from the levels of learning; they involve interdependent, multiple components and levels. Thinking can be learned without subject matter content; but it is only a theoretical point. In real life, students learn content in both community and school experiences, no matter what theorists conclude, and the concepts and vocabulary they learn in the prior year will help them to learn both higher order thinking skills and new content in the coming year. Higher order thinking involves a variety of thinking processes applied to complex situations and having multiple variables.
Social Cognition -An Affect on Learners
Social cognition refers to the manner in which one interprets, analyzes, remembers, and uses information about the social world (Mathew & Raja, 2015b) . Social influences including the media have adverse effect on children. They are continuously learn and construct the meaning throughout their whole life from communications within their community and presently through the Digital Technology. The technology provides new and innovative methods to create social learning environments (Allport, 1985) . One aspect of ICT is the ability to interact and observe others. 
Digital Classroom -A Learner Centric Approach
The digital classroom is the technology-enabled classroom where learning is fully supported through strategic use of ICTs. Digital classroom is defined as the convergence of technical skills, pedagogical practices and understanding of curriculum design appropriate for digital learners (Mangal, 2004) . In education, the digital classroom comprises a wide range of initiatives and processes, and 
Problem Solving for Digital Learning
A problem is a situation in which the individual wants to do something but does not know the course of action needed to get what he or she wants" (Crowl et al., 1997) . The process of problem solving requires a series of successive decisions, each of which depends on the outcomes of those that precede it. The learner must possess skill of synthesis or putting together of ideas in novel ways in order to create new ideas. In the cognitive learning domain of Bloom's taxonomy, the importance is given to analysis, synthesis and evaluation (Bloom et al., 1956 ) to describe higher order outcomes of learning associated with creative or productive thinking.
Creative Thinking for Digital Learning
Studies revealing from Davis (1992) , Perkins (1986) 
Critical Thinking for Digital Learning
Critical thinking is used to select information, evaluate potential solutions, determine the strength of an argument, recognize bias and draw appropriate conclusions (Boyer, 1998 
Metacognition for Digital Learning
Metacognition refers to knowledge or awareness about one's own cognitive processes and functioning (Galotti, 2011) . Critical analysis skill development is the area of concern for cognitive studies. One aspect of the problem is concerned with making sense of the information available.
As one move into the edge of knowledge worker and the knowledge organization, the importance of metacognitive skills would be increased. However, well-organized and well-communicated information sources may become inevitable. The techniques of information analysis and c o n c e p t m a p p i n g w o u l d e n h a n c e s t u d e n t ' s comprehension skills. 
Significance of ICT -Classroom Learning
There are a number of areas that comprise the importance of ICT in classroom climate. They are:
· Moving towards using Less Paper: The digital classroom takes advantage of being able to write on the tablet in a variety of programmes because it make written work available anytime and anywhere.
· Use of Projector with Tablet:
The digital teacher uses the projected tablet screen to display and write most notes and work in class.
· Use of Digital Resources and Digital Tools:
The digital teacher routinely uses digital resources and has his/her students use them for a variety of purposes including research, texts, and multimedia.
· Inquiry, Project, & Problem-Based Learning: One-toone technology puts powerful tools in the hands of students which can be used with a more studentcentered approach to curriculum which challenges students to find answers to problems and create meaningful digital products.
· Class Web Sites: A digital classroom is strongly supported by a class website, extending learning opportunities beyond the walls of a classroom and the time period of the class.
Educational Implications
The higher-order thinking skills are highly foreseeable in In playing of video games, children mobilize energies that many educators, and parents wish to dedicate to learning.
To harness these energies, one could implement video games into the classroom or have the children make their own video games (Kafai & Resnick, 1996) . Games could be created, tested and discussed in a group setting or even online. Teachers must make sure the students' shift to a more student-centered instruction may occur initially only whenever technology is used (Matzen & Edmunds, 2007) . The main purpose of this paper is to make an inquiry on how social cognition impinges on learnercentered digital classroom in an Educational standpoint.
